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This paper addresses a key challenge facing Event Management education – how to embed practical learning experiences into Event Management courses in Higher Education. The discussion aims to highlight two potential opportunities for future research in this discipline. It explores two learning theories: ‘learning-by-doing’ and ‘learning through play’ as they apply to Event Management. In particular, the practical element in Event Management modules, that of students organising their own events, is discussed as an example of ‘learning-by-doing’. The paper argues that there is an opportunity to define, analyse and further develop the learning inherent in student-organised events. It points to the potential for developing a pedagogical model of how this practical element can work to best effect. With regard to learning through play, it is suggested that the development of Event Management as a discipline may be enhanced by the teaching of creativity, a key requirement of successful event managers in professional world. The author’s experience of creating informal learning in museums in the form of hands-on activities using simple toys and art materials is considered, as offering potential ‘crossover’ to teaching in Higher Education. The use of LEGO as a teaching tool in other disciplines in Higher Education is reviewed, and suggests it may be valuable to experiment with the teaching and learning of creativity in Event Management in Ulster University.
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ACTIVE LEARNING IN EVENT MANAGEMENT IN THEORY AND PRACTICE: HIGHLIGHTING TWO IDEAS FOR FUTURE RESEARCH AND DEVELOPMENT

INTRODUCTION
As a relatively new university teacher, I am currently exploring the teaching and learning of Event Management in Higher Education, in theory and practice. It is sometimes hard to see how educational theory actually links to practice and which concepts are most applicable to the discipline. This paper concerns how educational ideas about ‘learning-by-doing’ and also about ‘learning through play’ can apply in the teaching of Event Management. The reason I have chosen ‘learning-by-doing’ is because Event Management is a mixture of learning academic knowledge and learning event-managing skills through practice. The practical element of students organising their own events is an example of the pedagogical approach of ‘learning by doing’. 

The motivation behind looking at ‘creative learning through play’ is because event management requires creative thinking in order to successfully create and deliver events. In discussing how to teach and learn creativity in event Management, I have come at the issue from another perspective. Having been a curator and manager of events and exhibitions in museums and art centres, I have been involved in informal learning that focused on stimulating creative through play through the devising of hands-on interactive activities for all ages as a way to engage audiences in learning about art and history.  Can ideas and practice developed in this context ‘crossover’ (THE 2015)? How can this creative learning through play in the informal learning environment of museums crossover to learning Event Management in universities? 

In this paper, these two approaches to teaching and learning are explored in the following ways. Firstly, current theory and practice in ‘learning by doing’ in relation to students organising their own events in Event Management is discussed, and potential future research identified.  Secondly, creative learning through play in Higher education is explored, and in particular, examples of the use of LEGO in Higher Education are highlighted. This paper argues that the teaching and learning of Event Management has scope for development through research into how it is taught.

LEARNING IN THEORY
There are a number of ‘signature concepts’ (Kandlbiner 2013:1) that are commonly used to underpin what university teachers should be doing in learning and teaching in Higher Education. As discussed by Kandlbiner 2013, new academics, like myself, can find it difficult ‘to identify what ideas have become central to justifying what university teachers ought to be doing’ (Kandlbiner 2013: 1). Some of the most quoted concepts include for example, learning styles being surface, deep or strategic (Marton and Saljo 1984), and the emphasis on critical thinking (Barnett 1997).  Further the idea of learning as experiential, (Dewey 1938) that is, a student-centred process is much quoted. More recently this idea is seen as spearheading the change in physical learning spaces in universities making, providing ‘learners with experiences from which they can learn’ (Kolb & Kolb 2005: 193). Recently trends include the idea that student engagement is not just something in itself, but can yield outcomes which aid employability, that a ‘sense of engagement emerges when students gain a sense of being and transformation by being professional’, (Zepke 2013: 3). These ideas concern learning and teaching in higher education in general, but are there any concepts that are particularity relevant in the teaching of Event Management? 

LEARNING-BY-DOING
In the Hospitality and Tourism area, we are familiar with learning-by-doing or experiential learning, but there appears to be is a gap in applying this learning theory in Event Management (Lamb 2015). Learning-by-doing seems a fit for event management teaching, where engaging students in organising their own events as part of event management courses is included. Learning-by-doing or experience is one theoretical perspective that is interesting because event management education offers a mix of academic and vocational objectives, and focuses on instilling professionalism and employability skills. Indeed, the value of the degree programmes in the job market appears to be associated with the amount of real experience in events as ‘the study indicated overwhelmingly that when recruiting, employers placed the greatest emphasis on experience’ (Kashef 2015: 1). There is an assumption of the importance of learning through practice in hospitality education, 
	Much skilled-based learning is ‘hands on’ skill and practice centred and requires 	learning by doing, leading to eventual competency. For hospitality students there is a 	need to understand what they will be ‘experientially learning’ when in the kitchen 	production environment and what they will be ‘experientially learning’ when in the 	restaurant service production environment” (McQuillan, Beggs and Quinn 2015: 8).

While on the other hand, in Event Management a discussion of the practice of students ‘learning by doing’ in event organising tasks is underexplored in the literature. When it comes to linking this practice to the learning theory underpinning it or producing a model for effective and quality practice, there is not a great deal of research in discussing ‘learning –by-doing’ in event management. Lamb (2015) points to this gap in the Events Management literature about experiential learning, indicating work in this area maybe useful linking academic knowledge and practice together. He has has presented an ‘experiential learning model in an introduction to events module’ in New Zealand where ‘students were able to acquire skills and knowledge that helped them experience the whole event planning cycle in planning, implement and evaluating an event’ (Lamb 2015: 73). We can perhaps, be informed from other specialisms, such as in the teaching of entrepreneurship. For example learning-by doing in social entrepreneurship education has been discussed by Chang et al (2013) who highlighted the idea that students are ‘forced to resolve the various issues’ when planning and making live events (Chang et al 2013:461). 

LEARNING-BY-DOING IN EVENT MANAGEMENT
One way in which the educational concept of ‘learning-by-doing’ is used in teaching event management is when students organise their own events from formals to fundraisers and from conferences to parties. These activities are a unique learning opportunity for students to learn-by-doing. There is an opportunity to more adequately define the key features of student-led event organisation: 
	The understanding of the cycle of event management from planning to implementation and evaluation
	The activities involved in such work such as marketing, running meetings, negotiating with sponsors, finding resources, budgeting, allocating job roles in teams
	The further development and definition of the specific learning outcomes of the practical organising of events by students themselves such as: solving problems and making decisions
	The practical, academic and employability skills utilised in student-led organising of events, such as: leadership, reflection, evaluation, peer review, time management, employability skills, the development of professionalism, problem solving, innovation, creativity, independent and team based working

Further research is needed to design a pedagogical model for real-time event organising by students within event management courses. This would aim to produce a learning-by-doing model which would include for example the stages involved in creating events in event management courses from briefing to the ideas stage through to realisation; the defining of activities or what it is students are ‘doing’; the pinpointing of developing skills through practice and matching these to learning outcomes; reflection and analysis of the process, and the linking of key academic concepts and ideas to practice. 

LEARNING CREATIVITY THROUGH PLAY 
Teaching Event Management includes an emphasis on creativity and innovative thinking because event management professionals in the world of work require these to create and deliver successful events. Pedagogical approaches concerning experiential learning (Kolb & Kolb 2005; Dewey 1938) can be seen as connected to this specific area of developing creativity in the classroom. Further the idea of ‘possibility thinking’ (Craft 2015: 153) emerging from creative play is of interest, allowing event managers to consider different outcomes when they plan events. The idea of using play in higher education in recent years has focused on ‘game-based learning’ and the ‘gamification’ of learning, that is using actual games or using elements from games such as rewards (Wiggins 2016). Using electronic gaming in Event Management is one area of research. For example, Fotiadis and Sigala (2015) describe how they produced a ‘simulated event management game that is based on scenario planning’, with the aim to develop knowledge and also ‘management skills related to planning, budgeting, decision-making, and team work’, (Fotiadis and Sigala 2015: 59). 

However, play can encompass more than this and further link to the development of creativity as a valuable skill to develop in undergraduates. With regard to creativity, current trends suggest this ‘soft’ skill is of value to employers, although survey evidence indicates only limited improvement in its development in universities (Havergal 2015a). Further, research about creativity indicates a shift from assuming creativity is something innate, towards something that can be taught in Higher Education (McWilliam and Dawson 2008). Indeed, creativity, it may be argued, is something that universities can make space and a framework for by ‘systematically orchestrating a ‘creativity-enhancing’ learning environment in higher education (McWilliam and Dawson 2008: 633).

But how can creativity be encouraged in the Higher Education environment?  One line of thought is that playful activity can stimulate creativity in a relaxed and imaginative manner (Jackson 2006, 2015). To date the author has piloted a limited number of sessions using play and creativity that shall be the subject of a further paper. Examples include the building of spaghetti and marshmallow towers in the context of exploring team working and organisational management (Wujec 2010), and further, using craft materials such as straws, Playdo and Lego to encourage student to visualise a proposed ‘organisational culture’ for a new start up business of their choice. However, play may be a difficult thing to instil in Higher Education, and requires overcoming a sense that it is childish and unsuitable; ‘the challenge for play in higher education are semantic, stemming from conceptions of play as being something that should be kept outside the serious business of disciplinary learning and education’ (Jackson 2015). One way of creating a playful environment is by building physical teaching and learning spaces that focus on the student as learner rather than the lecturer as teacher (Nerantzi 2015). Such spaces have been created at Ulster University in the new U Block teaching rooms and foyers, with sofas, circles of tables and chairs, with white boards around the rooms for students to use for group work. 

INFORMAL LEARNING IN MUSEUMS 
From 2008 - 2013, the author curated informal learning spaces for general visitors - hands-on art rooms to accompany art exhibitions in the Regional Cultural Centre, Letterkenny, County Donegal, Ireland. The concept and delivery of a ‘process room’ evolved into a hands-on art room over a number of years through curatorial practice. The first process room devised was the Victor Vasarely/ Le Mouvement Hands-on Process Room in 2008. The aims of these rooms were to interpret the artworks on display in the adjoining art gallery, provide background information about the artist, and invite visitors to make art for themselves based on the art on display. The rooms worked as a drop-in space. The processes explored in the room included: the creative thinking process of the artist including inspiration, choice of raw materials and meaning of the artwork; the process of making art including explaining how artworks were physically made, visitors making art for themselves based on similar processes, using similar materials and based on the artworks in the gallery. 

The Regional Cultural Centre Process Room concept aimed to be educational and reveal something about the process involved in making art.  Further, it aimed to engage visitors in creating art for themselves. The second type of practice that influenced the process room concept drew on my past work in devising hands-on history activities in museums that consisted of low-tech activities with real historical objects. For example, one activity involved sequencing clay pipes in chronological order based on their shape and size. These ideas and activities aim to actively engage visitors in the processes of being an historian. The Process Rooms featured tabletop hands-on art activities, LEGO based building activities and large-scale floor art activities. The main point from the hands-on process room is that art activities offer visitors an intimate engagement with the creative process which is not normally evident in art gallery where seeing and reading are the main interpretative tools. By engaging people in learning about art though the physical making of things, may enable a linking of things and ideas through hands on activities. Future research in this area will address the question, ‘Can informal learning inherent in hands-on activities such as those developed in these art rooms, crossover to stimulating creativity in Event Management education?’ 

LEARNING WITH LEGO IN HIGHER EDUCATION
Is there any current practice in Higher Education using low-tech play to stimulate learning and student engagement? A current trend in creative learning through play is the use of LEGO. This is of interest as LEGO was used in many hands-on activities in art rooms explored in the section above. It therefore could act as an example of potential cross over from informal learning to formal learning in universities.

There are a number of examples of using LEGO in University teaching. MIT in the USA has used Lego in labs since the 1990s, for example in their Media Lab. In Engineering for example Lego is used as a development tool, “Every Lego project is a pathway into engineering,” says Tseng. “You aren’t necessarily thinking about the pedagogical concepts, but you’re applying them while you play”  (MIT 2012). The University of Cambridge now has a Professorship of Play and a research centre with a £4 million pound Lego Foundation donation (Morgan 2015). In the University of Waikato in New Zealand, Lego proved ‘an effective methodology for exploring the social dimensions of tourism that encourages participants to metaphorically explore their socially constructed realities and their relationships” (Wengel, McIntosh, and Cockburn-Wootten, 2016: 161).  Further, in the University of Huddersfield, Lego has been used to engage students in ideas in history. Pat Cullum, history lecturer, “used to ensure that students had to genuinely engaged with ideas, rather than having merely written down what they were told without understanding the conceptual framework behind it” (Havergal 2015b). She suggests that, “physical manipulation of an object can help students to think, and to articulate their ideas”. These examples suggest a variety of applications from exploring concepts, visualising through 3D building and encouraging thinking.

Lego have developed their own branded concept called ‘Serious Play’ (Lego 2016). This is,
	A facilitated meeting, communication and problem-solving process in which 	participants are led through a series of questions, probing deeper and deeper into the 	subject. Each participant builds his or her own 3-D LEGO® model in response to the 	facilitator's questions using specially selected LEGO® elements. These 3-D models 	serve as a basis for group discussion, knowledge sharing, problem solving and 	decision making. (Lego 2016)

Advocates of using Lego in Higher Education emphasise creativity, problem-solving and reflective thinking in using LEGO, (Nerantzi and James 2015; Barton and James 2015; James and Brookfield 2014).  Some focus on physical handling and links to thinking through this, ‘The method builds on the idea that building models with our hands is actually thinking with our hands. The models we create are visual representations and rich metaphors of our ideas, thoughts, feelings and understandings’, (Nerantzi 2016).
 
There is an opportunity to experiment with the use of LEGO with the aim of stimulating creative learning through play in Event management courses. This can be carried out in Ulster University as it is within the scope of the Teaching and Learning Strategy with its aim, ‘To provide transformative, high quality, learning experiences’ (University of Ulster 2013:7). 
 
CONCLUSION
This paper has considered the challenge of practical learning within the teaching and learning of Event Management in Higher Education. The discussion highlighted two potential opportunities for future research in this discipline through two learning theories: ‘learning-by-doing’ and ‘learning through play’. In particular, the practical element in Event Management modules, that of students organising their own events, is seen as an example of ‘learning-by-doing’ which needs further research. The paper argues that there is an opportunity to define, analyse and further develop the learning inherent in student-organised events. It points to the potential for developing a pedagogical model of how this practical element can work to best effect. 
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